
Nintendo of America Inc 
g P.0. Bw 957. Redmond. WA 380 52 

I 

US A PRINTED ** JAPAN 



ook for this seal on all software and accessories 

for your Nintendo Entertainment System, it repre¬ 

sents Nintendo’s cormnitment to bringing you only 

the highest quality products, items not carrying 

this seal have not been approved by 

Nintendo, 

to meet our standards of 
JUT 

F fihJia «vA H t! ■ f Jll 
m M D- 

^Q 

rflCfO 
Jl 

reliability and most of all, 

entertainment 

«a JL * jjiT/r.Mi 
r w 1 .' 

■ 1 % Mi IT*. 
-J nfiD 

a wrm Hi IT i L LL 
\ TWI 

Q| l|V | if U f|l 

Thank you for select! 
FightJM Pgk. 

OBJECT OF THE GAME/GAME DESCRIPTION 
Take to the not so friendly skies in Balloon Fight Flap furiously to stay out 
of the jaws of snapping fish and to propel yourself past needle nosed enemies 
as you try to pop their balloons before they can pop yours. Keep the enemy 
at bay tong enough and you'll win a balloon popping bonus round. The longer 
you hang in there, the tougher the challenge, Play with a friend or by yourself 
for high flying adventure in Balloon Fight 

Please read this instruction booklet to ensure proper handling of your new game, 
and then save the booklet for future reference. 

1. PRECAUTIONS 
1] This is a high precision game. It should not be stored in places that are very 

hot or cold. Never hit it or drop It. Do not take It apart. 
31 Avoid touching the connectors, do not get them wet or dirty. Doing so may 

damage the game. 

3] Do not clean with benzene, paint thinner, alcohol or other such solvents- 

Note: In the int&rtftt -ui product improvenNintendo EnTertainmerii System specifications 
and design are subject to- change without prior notice. 
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NAMES OF CONTROLLER PARTS 
A ND OPERA TING INS TRUC TlONS 

Controller 1 
Controller 2 

— For playing alone. 
— For second player in 2 player games. 

Controller 1 /Controller 2 
^ ControE Pad 

SELECT button START button 

A button 

E button 

A button 
He Flaps H is Arms Once (To Fly} 

B button 
He Flaps His Arms Continuously 

C"i Control Pad 

■VltKV^S SAllCitMiLst 

Not Used 

He Flies- or Runs lo the Rrgh( 

Not Used 

He [Mies or Runs to the Left, 

* Select and Start Buttons Are Not Used on Controller 2. 

SELECT and START buttons are functional on ControlEer 1 ONLY. 

SELECT button 
Press this button during the demonstration sequence 
to recall the game menu. 
Press this button again to move the balloon ( ^ ) to 
the game you wish to select; 

A l-Player game 
0 2-Player game 
C Balloon trip (t Player) 

The Select button will not work on.ee the game has 
begun. 

Press this button during the demonstration sequence to reeat I the game menu, 
Press this button again to begin. 

If you wish to interrupt play in the middle of a game, press the Start button. The 
pause tone will sound and the game will stop. Press the Start button again when 
you wish to continue playing. The game will continue where you left off. 
* The Top Round score will reset to 10,000 (game ft and Bi or 25f000 (game C) if 

the reset button {on the control deck I is pressed or the power is turned off, 
♦Use Controller 1 for 1 Player games vs. computer. 
*Use Controllers 1 and 2 for 2 Playei games. 

START button 



3. HOW TO PLAY 

Piayiar l 

Player 11 E runny 

PEay 
Game A (1 Player Game) 

• The enemy on the ground blows up a balloon, takes off and flies, around the sky. 
• Use the Control pad and buttons A and B to controU the player and make 

him bump into the enemy. 

Using balloons to float into the air and fly around, 
the player(s) try to pop the enemy's balloons. 

The Characters 

Propeller 
Lightning G |ant buhijlft 

• If the player manages to hit the enemy from above, the enemy's balloon will pop 
and he'll come floating down with h«s parachute, if you manage to hit the enemy 
again on his way down, he'll drop into the water end disappear. 

f the parachuting enemy is allowed to reach Jar.d, he'll blow up another balloon 
end take off again into the sky. Ef he does, he will be even stronger than before. 
Attack him again when he is on land and try to boot him into the water! 

• If the enemy hits the player's balloons, one of them will pop and it will be harder 
to fly. If both balloons pop, the player will fat I into the water, in this case, you 
lose the player. 

• When the enemy sinks, a bubble will float up from the water, if you can pop 
this., you get extra points, 

• If you fly too close to the water, a fish might stick out his hear! and eat you up. 
Watch out! 

• If the game goes on for too long, there is a thunder and lightning storm. To avoid 
getting hit by lightning, pop all the enemy's balloons as quickly as possible. 

After three rounds of the game, you get a bonus 
round. Try and pop as many of the bonus balloons 
as possible. 
* If one of the player's balloons has popped, it'll re¬ 

appear in the bonus round, 
n the bonus round, even if both balloons burst 
and the player falls, you don't lose a man; the 
player bounds hack up into the sky again, (for 2 
players) 
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* As the rounds continue, the propeller will eventually appear. Be careful! If you 
touch it, it'll send you flying. 

* If a player flies off the left side of the screen, he reappears on the right side, and 
vice ^ersa. 

Game 0 {2 Player Game) 

The basic idee i$ the game as in Game A. 
Team play; Here, the 2 players cooperate with each other. One player tries to 

burst the enemy's balloon while the other player tries to rip the 
enemy's parachute and together they send the enemy down. If both 
players cooperate successfully,, the game wiM end quickly and you'li 
get a very sco re. 

Competition:: The players get in each other's way, sabotage each other, and do 
whatever they can to send the other player down. Try to burst the 
other player's balloons and block his flight so that he is forced 
down. You can also use the spinning propeller to get the other 

player. 

Game C (Balloon Trip) 
■•The scene drifts slowly from left to right. 
• Taking care not to get hit by lightning, the player- 

tries to pop as many balloons as possible. 
• During the game, your ranking position out of 50 

people is displayed at the top right comer of the 
[_;_U_.___l screen. 
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Hints 
Games A and B 

1. Kick the enemy when he's blowing up his balloon. 
2. F or top marks, burst the enemy's balloon and then rip his parachute while he's 

on his way down. 
3. Try to burst the bubble that appears after the enemy has sunk in the water. 
4. Use the propeller skillfully to dodge the enemy's attacks or as a tool in your at¬ 

tack. You can use the propeller's power to send yourself far away Quickly, 
5. Avoid getting hit by lightning, 
S. Avoid flying too close to the water, or you'll be gobbled up by the fish. 
7. Pop every balloon on the bonus round for extra points, 

Game C 

1. Be aware of the movement of the scene as it drifts slowly from left to right, 
and the lightning 35 it moves up and down, 

2. If you manage to pop 20 balloons in succession, you get a super high score, 

Beware! You iose a man if: 

Games A and B (3 man} 

• you sink into the water 
• you are eaiten by a fish 
• you are hit by Eightning 
• both of your balloons burst 

GameG (only 1 man} 

■ you sink into the water 
■ you are eaten by a fish 
• you are hit by lightning 
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Scoring 

Games A and B 

* If you pop the enemy's balloon , . r..500 1,000 points 
■ If you bop the other player's balloon |ii>? player game) 1,000 pointy 
* If you destroy a parachute in mid-air, L . , l/OQO -- 2,000 points 
* If you kick the enemy and make him fall . ........ .750 -- 1,500 points 
* 3f you pop a bubble........... 500 points 
■ If you pop a balloon during the bonus round..300 -- 700 points 
* If you pop every balloon during the bonus round; perfect score bonus ..... 
..10,000 -■ 30,000 points- 

Game C 

* If you pop a balloon , . . . .... 300 -- 700 points 
* Jf you pop a bubble.. . . . . .. 500 points 
* If you pop 20 balloons in succession...L . , ? points 

COMPLIANCE WITH FCC REGULATIONS 
This equipment generates and uses radio frequency energy and if not installed and 
used properly, that is. in strict accordance with the manufacturer's instructions, 
may cause interference to radio and television reception. It has been type tested 
and found to con’ply with the limits for a Class B computing device in accordance 
with the specifications in Subpan J of Part 15 of FCC Rules, which ere designed 
to provide reasonable protection against such interference in a residential instal¬ 
lation. However, there is no guarantee that interference wilt nut occur in a parti¬ 
cular installation. !f this equipment does cause interference to radio or television 
reception, which can be determined by turning the equipment off and on, the user 
is encouraged to try to correct the interference by one or more of the following 
measures: 

— Reorient the receiving antenna 
- Relocate the NE=5 with respect to the receiver 

— Move the NES away from the receiver 
— Plug the NES into a different outlet so that computer and receiver are on 

different circuits. 
If necessary, the user should consult the dealer or an expcr enccd radio/television 
technician for additional- suggestions. The user may find the following booklet 
prepared by the Federal Commun teat ions Commission helpful; 

How to Identify and Resolve Radio—TV Interference Problems. 
This booklet i$ available from the U.S. Government Printing Office, Washington, 
D.C. 20402, Stock No, 004-000-00345-4. 
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90-DAY LIMITED WARRANTY (NINTENDO GAME PA ICS 

5KJ DAY LIMITED WARRANTY^ 

iNimfcftdO Of America Iftt. I "NihIMfe'T v.mtiiMx 1C Ihu lf girul 

conwnwr purchaser chfft tf** Nir-^jndo &amt Pak CfAK") 4noi 
i<nduding Game Pak A-tL^nQi iu-i, or RoLm:■ A-^aiiOr ?w| sira* ck- 

dH«75 H ipiLflrifi grid wo: Srman5h- p lor a pf'lQd 

90 ■ J3Vi -IfD-rn d."'i or pill uhld*- I r ,i liEfC-Ci: C&vtml Iyf I nit m*r• 
rant-y o-rciir*. during tnir- 90-daV i*-a*T*MV P** or., Nintendo will 
repaY or replace ihs PAS, ai iL-i op-i on. Irr*i or i^v^r. 

Ti:- rftudv* Ihip >Hrfji'rjriIy cir vhh. 

1, 00 *SJQT return v' cR*ttbt m*V G*™ Pfch rn thr ■> fl r.j i If*, 

?■ k-:ibiI'y !h« Minl.Hiitfp On-n?i.imflr Serulw fJqpsrtiri*nt 

at ih<s nr-ob^tm r#qirlri?f>a Tvarnwriy Stevie* by naI irip: 
CHAiitito W^jH-jign Si?;? iy00*I ^22■ 2iffl!2, or los-dr 
yVashYvjusf’i Siaic i 2»D5:i BS2-2340. Our Cijfn.uirir:i f.eivi«:+■ 
DtfHnmunt is m upa*rj.-1r.r, fr-ofr* S’Oti A,ML la-&:£H> P.ML 
Piitilic T-P'i£i.. Mrxidhcy Iliifiir-gh FikJ"V- 

3. If lb* Ni-ilimrici ^fti-wicr tixhnit:i*n .-5 ur.it11.1 10 w:v* 
protiltn by phone, hit will provida ycy with a Return 
Avtlinr-j »l on r-Mnitwr S^nplv risijrd th .5 VfymtWr OP Hie 
aucs -dt poekagirg c-1 your PAK, r-f.urh ygm- 
PAK Ireifchi prapelif, a* your risk of rojrsrtper wiib 
yo-jf Ulct i: :i or iii-niln: pi-rHSl-kiP-£iurcl::-i*B -ATih n |h* 90- 

tfgy pcrio-d co: 

is;nctrda oi rtmiyk* Irvt, 
.MES Dcii’iaiimii' iv*! 1 vfji^pirrlirnnl 

atfi'Cr - ?S0sh A\^Jt N.e. 

fi.KliiH:v«rl. WA gSK$3 

T^i'rr. -riVHirrm 11Ev ErHB!l ih"i1 Jf<;iiy i4 rbH PAK 1*1 b*«n ijkri.>ji.«;I by 

naf|ll#eiiwr -a«!dcm, urtawjrnuI■■ usc, m&dirka^ion, um^tfhnft 
ci: tiy or Iff;:' cP-uvl* .ii:-tkIhIki: |.;i 1:-1 f r--:: i i/-r mfrlHrink :.ii 'AX.rkir.ir- 

REPAIRS AFTER EXPIRATION OP WAflRiANTy; 

R Ihn PAK] i:k.-h-:.i|:^ h pr^^in ^it^r t?w 30-dffV iwrranly ippr^ili; 
yoo may iontiti flit F^inurido CwtSirAkCi1 jfefei&a Dtoa-ii^irM 
+1 Ehn F'Hi;-’HI ni.hTi!:+%- r^:. 11h 1.i mI.h^jh, If the M. nt-r^ mrenri mh- 
nlcko ^ unarblt %□ solw chc proHent br?1 phow^-hc n»y p-oi’da 
VCM wilh :i Sr-1i.:rr ft 1.: Ii~< 1: yHl.K.irii nijrrkifr. Vn>j itiav thPH r«CDfd 
this number oft ihc o^lsldb p*ckjglr>p ol iho dte'teiMC' PAK and 
r+lyrn ih^i 151-rwlive PAK fr$i^!t prepflid 1o N'^lflnc»v «r>ci'o^ng 
a check ci money c-rcfc: fer SIDGO p.iyal:Je ?n Mimencki ol 
ft.jnp-.ca irr:. N 'itendd w- L ai ns opilw«. 5-JbiKi ro the con ill- 
lions a&O-vC-. rC-piiii till: - AK or iipltcii' il with h n bva i':-r rH-Of iifi: 
PAK. r«p-3«msm PAKS-ari? noE-avaiiaWe, ihc tfededive PAK 
will bn i CMui:'rtd iimd I he 31ifl.no sniyii'Hiil inluiirtHil, 

fc¥AR RANTY L IMITATIONS:: 

ANY APiPLiCAeiE IMPLIED WAflRARTiES. INCLUDifVG 
WARRANTIES OF WERGHANTAEILITY AMD FETNESE FOR 
A PaRTeCULAR PURPOSE. AP-£ NCHfeRY LiMiTtD TO 
NINETY DAYS FROM THE DATE OF PURCHASE ANO AH E 
SUBJCCT TO Tin: CONDITIONS £^T FORTH HEREIN. IN 
NO EVENT SHALL NINTENDO BE LIABLE FOR 00MEE- 
OUEnTial Or inCidLnTal damages resulting 
FROM THE ©REACH Qr ANY EXPRESS QO iMPliEDWAR- 
RANT3ES. 

The prOrviS Os'iE el Ihii hv|rrfcUy flrfi vjd-:l n ihirt (Jinilnd Slalir? 
So™ 5r-m?5 <k> r.^t allow r ■-niwlions on h«wv lung -2^ 

ifr-^lied kM! rsir.iy l*S !i Or uxdui'On ti ci':-nLiHi:u*:iif!U :ir irt^i- 
tfantaJ d-amsgw, w chi* above IFmhark?ns ard eHCluslon -may nor 
apply 10 y«Pu. This i-.vii'aiiIV (livs'i v::■*J ^xPifis: Ih-jhI r ghl?.. Hnrd 
yoy ™y also have othr rights wbicb vjry inofn sme to iiane. 
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